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This official seals your assurance that 
intend has approved te quality of his 
produet. Always look for this seal when buying 
‘pames and accessories to ensure complete 
‘ompatibity with your Game Boy system, 
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Please read the instruction manual carefi 

product. Save this booklet for future reference. 

When using this product, please note: 

1. This is a high precision game. It should not be played or stored in 
places that are very hot or cold. Never hit it or drop it. 

2. Avoid touching the connectors. Do not get them wet or dirty. Doing so 
may damage the game. 

3. Do not turn the machine on and off unnecessarily. Also, do not plug in 
or remove the DC plug from the outlet while the game is switched on. 

4. Do not clean with paint thinner, benzene, alcohol or similar volatile 
liquids. 

5. When you use the game for long periods, take a 10-15 minute break 
every two hours for your health. 
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Story 

Time has passed since Willy, our warehouse hero, has won the 
heart of his sweetheart Wanda. They are enjoying a date on the 
boardwalk tonight when suddenly a dark shadow creeps up 
behind the happy couple. 


“Hey Wanda!” Willy calls out, but it is too late. Wanda has been 
captured by aliens and taken away deep into space. 

“| know! I'll buy a rocket to go and save her.” he thinks. Rockets 
aren't cheap so he must work overtime in the warehouse. Alas, 
Willy does not realize what a difficult task lies ahead of him. 


Names of Controller Parts 


A Button: 
Button: Executes choice on 
Moves cursor on. menu screens. 
menu screens. Back-up: 
Moves character to Will back up one move. 
push boxes around 
screen. B Button: 
Cancel function: 
Select Button: Returns screen to 
: previous menu. You 
Set baal can use this button to 
return all the way to 
eerie Ee the first menu from 
Cibo nT any menu screen, 


screens. 


To Start the Game 
: =] 1. Insert the cartridge with the Game Boy 
turned off. 
2. Turn on the Game Boy. 
3. The “NINTENDO” logo will appear. 


4. The “Boxxle II” title screen will appear. 
To start the game, push the Start button 
when you see either the Title screen or 
the Demo screen. It will then go on to the 
“Select music” screen. 


Let’s Start Playing Menu Screen 


The Select Music screen will appear. Select “Play” to play the game from the 
Select the music to be played during the game Co beginning. : 
from three songs. Select the song you want by pane Select “Passkey” to continue from the last game. 
moving the + key up and down. After you make CREATE Select “Create” to make your own warehouse. 
your selection, press Button A or the Start : (See page 14). 
button. 

Starting the Game From Screen 1 
Cancel Function After selecting “Play,” an animated figure of Wanda being captured will 
If you select the wrong song, push Button B and appear. This starts Screen 1. 


you will return to the previous menu screen. 
PasoKey Starting From Where You Left Off 


wory After you select “Passkey,” you will see the 
aed Passkey and the screen to enter the password. 
ont Using the + key, enter the four-letter password 


1 


for “Passkey” that you jotted down when you 
ended your last game. Use Button A to make 


your letter selection. To erase a letter, push Button A. When you enter 
the password, be sure it is correct. If it is, select “End” and push 
Button A. 

Should you enter the wrong password, the following message will 
appear on the screen: “Wrong!” Push Button A. This will return you to 
the beginning of the screen so you can re-enter the password. 


Let’s Solve a Puzzle 

This screen is very easy to play. Using the * key 
to move Willy, put the scattered boxes on their 
position dots. This will clear Screen 1 and you will 
go on to Screen 2. Repeat this procedure until all 
the boxes on the screens have been placed and 
then you will have successfully completed the 
game. 

There are a total of 120 screens made up of 
twelve levels, with ten screens on each level. 


Here is One Example: 

1-4 are boxes that must be moved. 

5-8 indicate the places where they belong 
Box 3 is pushed down and brought to 
Position 7. 

Box 2 is pushed to the left and brought 
to Position 6, 

Box 1 is pushed up and brought to 
Position 5. 

Box 4 is pushed to the right and brought 
to Position 8. 

This will clear Screen 1 

Remember that the boxes can only be pushed. This is very important. 
When there is a difficult screen, you will want to pull them, but it is 
absolutely impossible. Be very careful about this and always push 
the boxes. 


Back-up Mode 
People make mistakes. They push the boxes too hard. Here's a little 
hint for when that happens. 


Right after you’ve pushed too hard, push Button A. See, now you can 
pull back one move. (This is great. It’s like a dream. The more you go 
‘on, the more you'll appreciate how great it is.) 

The rule of this useful function is: it must be done immediately after 
you pushed the box. Even though you think it is immediately after, the 
machine remembers your actions, and if it isn’t immediately after, you 
can't pull the box back. So be carefull 


After Putting the Boxes Away 

After you have cleared the screen, the menu screen comes on, and 
the four-letter password for the “Passkey” code 
is displayed. If you want to stop playing, write 
down the “Passkey” code. Next time you play 
you can start the game where you left off by 
entering this password. 


When you clear the “Passkey” screen, the screen 
shown here will be displayed. If you select 
“Next” you can go on to the next warehouse 
screen. 


WHICH? 


PASSKEY BDBD 


Select 

There are twelve levels, each with ten screens. That means there are a 
total of 120 screens. 

If you choose “Select,” you can see all the warehouses in that level by 
pushing the # key up and down. You can pick the screen you want 
from within the same level. 

When you get to the screen you want to straighten up, push Button A 
or the Start button and you can start that screen. 


Level and Screen Number 

n tr] The level number and screen number within that 
level will be displayed in the upper right hand 
corner of the game screen as No. 00-00. Right 
below that will be four numbers. You begin the 
game at 0000. As you move the character, the 
numbers increase one at a time. This shows how 


much the character moved. Of course, the smaller this number, the 
better. 


If you decide to try again with a screen you have already attempted 
but gave up in the middle because you couldn't finish it, your record 
of moves will not be erased. 


When You Just Can’t Figure 

the Screen Out 

When you just can’t figure the screen out, or when you've made a 
mistake and want to do it over, push the Start Button. This screen will 
be displayed. 

Select “Retry” to try the same screen again. If it’s 


too difficult, and you want to try another screen, 
choose “Select.” 


|passkey vevi 
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Create a Screen 

About the high level edit mode. 

By selecting “Create” from the menu screen (page 7), you can use 
the edit mode. This mode enables you to easily build a warehouse 
the way you want. It is ideal for those players who have solved all the 
screens or who want to try to make their own screen. It's a wonderful 
function that makes the game even more fun. 


When you select “Create” from the menu screen, the following screen 
is displayed: 


4. Use the “Create” function when you want to 
select and play a screen that you have created 
yourself. (By pushing the + key up and down you 
can see CREA-01 to CREA-03 in order.) If you 
haven't built a warehouse yet, a blank screen will 
be displayed. 


2. You can build your own warehouse by selecting either small or 
large boxes. When you select either small boxes or large boxes 
displayed under “Create,” you can build a warehouse. 

If you want to build a warehouse that is big, easy to see and looks 
easy to complete, choose the big boxes. When you want to build a 
difficult warehouse, choose the small boxes. After you make your 
selection, the screen you have “Created” comes on. 

When you want to play, push the Start button and the game starts. 
With this “Create” mode, you can build up to three of your own 
warehouses. Warning! These warehouses will be stored until you turn 
off the power. If you like a warehouse screen which you have built, it 
might be a good idea to keep a copy of it on paper. 
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Operating the “Create” Screen 

In the Create screen, you can erase what you 
have written by pushing Button B. Since the wall 
begins frém blank space to the point where the 
box is, you can select what you want, and bring 
it to the place you want by using the # key and 
pressing Button A. The pattern you want should 
be drawn there. Also, by pressing the +# key while pressing Button A 
and moving the cursor, you can draw the same pattern. 

When the warehouse is complete, move the cursor and decide the 
position to start Willy. After you have decided, press the start button. 
When Willy is in position, the game starts. 


A Warning About Building a Warehouse 

When you build a warehouse, you can build it by the character size, 
but be careful if there is a warehouse already built. If on the next 
warehouse you choose a different sized character, the original 
“Create” screen will be cleared. 


Incredibly Convenient Special Function 

Reappearance mode — it’s like seeing a replay. 

The last time you played a screen, you goofed and gave up. However, 
it was going well up to a point...this happens to everyone. This special 
feature helps at just such a time. 

Select “Retry” and when the same screen reappears, just hold down, 
Button A and see what happens. Look! Incredible! It’s reenacting 
exactly what you did the last time. If you use this feature, you will 
become much better at solving the puzzles. This special mode can 
always be used when you choose “Retry.” But you must not touch 
any button except Button A. If you want to leave the reenactment 
partway through, keep pressing Button A until you get to the point 
you want, and then release Button A and begin play with the # key. 
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Enlarging and Reducing 

Sometimes you probably wish a screen were larger so you could see 
it better, or would like to see it all at once. If you press the Select 
button, the screen will either be enlarged or reduced and easier to 
see. 


Screen Scrolling 

With the enlarging and reducing function, when you enlarge the 
screen, the warehouse can extend beyond the screen. If it does, 
operate the # key while pressing Button B and the screen will scroll. 
But remember, if Willy goes beyond the screen, you cannot operate 
the game. 


90-Day Limited Warranty FCI Game Paks 

90-Day Limited Warranty: 

Fujisankei Communications International, Inc. (FC!) warrants to the 
original consumer purchaser that this FCI Game Cartridge shall be 
free from defects in material and workmanship for a period of 90 days 
from date of purchase. If defect covered by this warranty occurs 
during this 90-day warranty period, FCI will repair or replace the 
cartridge, at its option, free of charge. Replacement of the cartridge, 
free of charge, to the original purchaser (except for the cost of 
returning the game cartridge) is the full extent of our liability. 


To receive this warranty service return the defective cartridge along 
with a dated proof of purchase and your name and address to an 
authorized FCI dealer or directly to FCI. 


Fujisankei Communications International, Inc. 
150 East 52 Street, New York, N.Y. 10022 
(212) 753-8100 
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This warranty shall not apply if the cartridge has been damaged by 
negligence, accident, unreasonable use, modification, tampering, or 
by other unrelated causes to defective materials or workmanship. 


Warranty Limitations: 

ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING 
WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A 
PARTICULAR PURPOSE, ARE HEREBY LIMITED TO NINETY DAYS 
FROM THE DATE OF PURCHASE AND ARE SUBJECT TO THE 
CONDITIONS SET FORTH HEREIN. IN NO EVENT SHALL FCI BE 
LIABLE FOR CONSEQUENTIAL OR INCIDENTAL DAMAGES 
RESULTING FROM THE BREACH OF ANY EXPRESS OR IMPLIED 
WARRANTIES. 

The Provisions of this warranty are valid in the United States only. 
Some states do not allow limitations on how long an implied warranty 
lasts or exclusion of consequential or incidental damages, so the 
above limitations and exclusion may not apply to you. This warranty 
gives you specific legal rights, and you may also have other rights 
which vary from state to state. 


Exciting games from FCI 


Game Boy Boxxle™ 


Bubble Ghost™ 
Tasmania Story™ 
Ultima Runes of Virtue™ 


Lunar Pool” Zanac* 

Seicross™ MagMax™ 

Dr. Chaos® Ultima Exodus™ 

Hydlide™ Ultima Quest of the Avatar™ 


Phantom Fighter™ The Bard's Tale™ 

WCW" World Championship Wrestling 

ADVANCED DUNGEONS & DRAGONS" Heroes of the Lance 
ADVANCED DUNGEONS & DRAGONS* Pool of Radiance 


ADVANCED DUNGEONS & DRAGONS and ADAD are registered trademarks owned by TSA, Ine. Lake 
‘Geneva, WI USA, and Used under license from Strategic Simulations, Ine. Sunnyvale, CA USA. 


